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A Proposal of a Learning Support for Understanding of a Go board
by Visualizing the Situation of a Go Board Surface
Kazuki Toda1,a) Kei Ito1,b)
Abstract: In recent years, computer Go has grown rapidly. One example is the development of AlphaGo,
a computer Go that can beat even top pros. There are also studies on support for Go learners. However,
there is not enough research on learning support for beginners. There is a problem that beginners do not
understand how to determine the location of the next hand. The reason is that it is dicult for beginners
to judge the situation of the board because they have little experience of actual battle. In this study, we try
to solve the problem by visualizing the state of the board for beginners. By visualizing the situation of the
board surface, it aims to make it easier to grasp the location of the next move and to promote understanding
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Fig. 6 Visualization of position
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Fig. 8 How to connect Vertical/Side
? 9 ??????
Fig. 9 How to connect diagonally
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Table 2 Regarding the experience of Go
?????? ??
???????? 3 ? 13.6(%)
?????????? 3 ? (13.6%)
???? or ???? 16 ? (72.7%)
? 2???????????????5??????
?? 3?????????????? 9??????
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Table 3 Full information about the game
??????????? ??
?? 2 ? (9.0%)
??????? 9 ? (40.9%)










Table 4 About actual battle
1 ??? 2 ?????????????? ??
1 ?? 0 ? (0.0%)
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